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Abstract 
The creation of a website is specially designed for helping ESL teachers to enhance their lesson 
plans and create a meaningful learning experience. This website offers useful resources and 
didactic material in English such as games that can be used to facilitate the learning process. The 
ESL strategies presented in this website, are based on several studies, serve as evidence to support 
teaching with games, which may increase ESL learners’ engagement, competence and 
performance through actively participation, and lower the affective filter to avoid frustration in 


the second language. 
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Chapter One: Introduction 


English as a second language (ESL) students who learn English as a second language in 
the U.S., where English is the native language, have the opportunity to receive individual 
attention from their ESL teacher in small classes. These students develop the four languages 
skills of listening, speaking, reading, and writing in order to be successful in daily life. The ESL 
program appeared as an answer to the need for ESL education in 1963, to embrace people from 
different cultural and language backgrounds (Hamel, 2019). That is why I promote an active 
learning process in which ESL students are the center of the class, and I utilize ESL strategies to 
train teachers with to offer a positive learning environment, relating the teaching to students’ real 
lives, and implementing flexible tasks to improve, not only teachers’ methodology, but also 
students’ learning processes by lowering the affective filter and increasing student engagement, 
input, and output. 

The development of activities that support the acquisition of language skills has been 
challenging for ESL instructors. For this reason, the major purpose of this research project is to 
put into practice the use of games as strategies in ESL classes. I have researched more about 
games in order to create a website where ESL teachers can find useful resources for teaching, 
based on real contexts, to provide methodological foundations to teachers as facilitators in the 
acquisition of the second language knowledge. Another purpose is to improve bilingual 
education from pre-school to college; ESL teachers are aware of the diversity of learning styles 
and understand that some non-native speakers are not motivated to learn English as a second 


language because of the affective filter. In addition, the use of games helps to create a safe 


environment, which leads ESL learners to accomplish their goals and provides meaningful 
learning (Herrera & Murry, 2015). This research is especially designed for ESL teachers with the 
idea to create learning opportunities where learners can feel confident in actively participating, in 
order to lower students’ affective filter. 

As a result of my experience as an English as a foreign language (EFL) learner, I have 
found that effective strategies, such as games, lower students’ affective filter. During my 
bachelor’s degree studies, I learned English and French from non-native speaker teachers, and I 
was taught the formal language. The teachers that planned their classes using dynamic activities, 
such as competitive games, got my attention and facilitated my learning since it was sometimes 
difficult for me to understand the theory or explanation of the topic. Generally, I was only able to 
get the main idea when practicing with these interesting tasks, which kept me engaged in class. 
Unfortunately, ESL learners who face language barriers may experience a high affective filter, 
such as lack of motivation, when learning English, which has been an obstacle for teacher and 
learner to success alike in their teaching-learning process (McGrath, 2011). As a future ESL 
teacher, I have found techniques to assist me in teaching listening, speaking, reading, and writing 
to my future students in an engaging way. 

My undergraduate degree is in modern languages. Though I have had over eight years of 
teaching experience in English as a foreign language and three years of teaching Spanish, I have 
to be prepared to teach ESL. My ESL learners’ goals are to communicate the content they learn 
in English through games, not only inside, but also outside the classroom, when they face real- 
life situations. Throughout my career, I have witnessed how some non-native speakers have been 


afraid of participating in English communication because activities have not been engaging 


enough to help them gain self-confidence when using their second language. My teaching 
experience has given me tools and helped me to learn techniques that are effective in teaching a 
foreign language. Therefore, the website that will be developed during my research will relate to 
the use of ESL strategies such as games, funny activities, role plays, stories, and digital 
storytelling, among others. These will help ESL learners acquire knowledge in all of the 
language skills in a safe environment where they will be encouraged to show their competence in 
the foreign language. 

By using the website, ESL teachers will have resources, including games in their classes 
which will assist them in exposing ESL students to authentic language usage as well as in 
lowering the affective filter. In addition, this tool will offer ESL instructors the opportunity to be 
aware of the importance of their role in ESL learners’ processes and the need to engage them in 
classes. Moreover, through these games, ESL learners will produce written and spoken speech 
naturally in the second language and be competent in a real learning process. To do this, several 
studies on the influence of games will serve as evidence to support teaching with ESL strategies, 
the idea that it is possible to increase learner’s competence and performance through games, the 
positive impact of lowering the affective filter, and information about how to avoid frustration in 
the second language. Furthermore, these teaching practices will be designed according to learner 
needs and interests, learner motivation, and learner autonomy (Kumaravadivelu, 2011). Once the 
website is completed, I think ESL instructors will find the ESL strategies interesting and will 
help them to enhance their lesson plans and create a good learning experience. 

As I progress through this project, I expect to learn ESL strategies to introduce English 


content through games, songs, and authentic materials that expose learners to real experiences to 


engage them and to make the learning more effective because of their low affective filter 


(Krashen, 1983). I will then share these techniques with my peers through the website. 


Chapter Two: Literature Review 


Introduction 

In this chapter, I review the literature related to the use of games to help ESL students of 
any age lower the affective filter and increase student engagement, input, and output in ESL 
classes. I begin with a discussion of how the affective filter affects students’ learning before 
discussing the relevance of motivation for learners in the ESL classroom. I then provide an 
overview of the research related to the use of games and how these games as strategies benefit 
students. I also explain the relevance of this research for ESL learners and their teachers. I 
conclude with a discussion on how the use of these learning strategies are beneficial and 
practical in ESL instruction. 

Foreign language teaching strategies are techniques educators can apply to motivate 
students to learn a second language. ESL learners of all ages have different styles of learning, 
and some of them can be uninterested due to lack of motivation in class. Indeed, the teacher is in 
charge of learners’ learning engagement in the classroom (Astuti, 2016). Different strategies for 
teaching English through enjoyable activities, games, role plays, stories, digital journals, among 
others help students to develop and improve listening, speaking, reading, and writing skills in a 
comfortable class that engages them to learn and participate actively. As a matter of fact, the use 
of games creates learning experiences with language and “experience is the glue that makes 
learning stick” (Peregoy & Boyle, 2013, p. 127). In other words, the use of games as foreign 
language teaching strategies is important to lower students’ affective filter and increase their 


engagement as well as input. 


Affective Filter 

Equally important, ESL instructors should be aware of the diversity of learning styles and 
understand when their pupils have faced problems learning a foreign language due to the 
affective filter. The affective filter is not experienced in the same way by all ESL learners 
because those with a high affective filter have negative feelings; for instance, stress, anxiety, and 
lack of self-confidence, which affects second language acquisition (McGrath, 2011). Being 
familiar with the affective filter should equip ESL teachers with useful foreign language 
strategies, such as games, that ESL teachers can use to lower students’ affective filter and 
improve their English. Additionally, ESL learning strategies increase learners’ motivation in 
their second language (Sevy-Biloon, 2016). 

ESL teachers should plan games that guide learners to lower their affective filter in the 
foreign language. A lack of motivation or interest in learning English has been one of the 
consequences of the affective filter (Du, 2009, p. 164). Sevy-Biloon (2016) discovered that “the 
use of games in the classroom is a simple technique to teach to many learning styles over the 
course period. At the same time, this strategy intrinsically motivates the learners to internalize 
the previous language introduced in the class even when there is little interest expressed by 
pupils” (Sevy-Biloon, 2016, p. 85). To start to motivate in the second language, the lessons 
should be based on students’ needs and interests, and the activities and games should be planned 
according to the age of the learners (Kumaravadivelu, 2011). Furthermore, teachers have to be 
more receptive since it is difficult to learn a language, and learners may get frustrated easily. 
This frustration can make it harder for students to become confident in their language acquisition 


and participate in class. Consequently, ESL instructors should take into consideration the 


affective filter to model an effective environment and to increase learners’ input (McGrath, 


2011). 


Motivation 

In the same way, teachers should support their ESL learners with games in order for them 
to speak naturally in the second language. Fatimah (2017) mentioned that motivation was crucial 
to reduce the affective filter. ESL learners expect to find personalized lessons and a positive 
class; for instance, working in small groups is a good way to differentiate learning styles and 
reinforce all the skills (Chapman & King, 2012). During these activities they practice their 
receptive language (listening and reading) and their productive language (speaking and writing). 
In this way, learning is meaningful because ESL learners interact with the teacher and some 
other classmates who support their learning process and help them feel comfortable while doing 
an activity (Fatimah, 2017); otherwise, teachers may have difficulty lowering the affective filter 
and increasing student engagement and student input. Therefore, this study has evidenced that 
the use of games plays a fundamental role that, not only motivates foreign language students in 
an entertaining and pleasant way, but also helps them to be competent in a real learning process. 

On one hand, Wideen, Mayer-Smith, and Moon (1998 as cited in Tumposky, 2003) 
described motivation as “a key concern of educators” (p. 114). Therefore, ESL teachers have to 
look for strategies that help them to overcome the challenge of linking theory and practical 
activities that motivate students to learn. Tumposky (2003) stated that certain teaching strategies 
are fundamental to illustrate the “power of motivation” (p. 116). On the other hand, Zarudnaya 


and Barsova (2014) stated that instructors have to be trained to create encouraging lessons and a 


positive environment to motivate students to participate by using the English language (p. 232). 
Indeed, selecting types of tasks is relevant for teachers to design or modify those based on 


students’ needs to facilitate their learning process (Zarudnaya & Barsova, 2014, p. 233). 


The Use of Games 

A study on the influence of games has served as clear evidence to support teaching with 
language learning strategies that lower the affective filter and increase learners’ input. Hursen 
and Salaz (2016) reported on the importance of using games to motivate students to learn in an 
innate and pleasant environment and how teaching English through real games impacted 
children’s education positively as compared to a traditional class. In this experimental method, 
22 kindergarten students participated in the experimental group, which was taught with real 
games while 21 other kindergarten students participated in the traditional class control group in 
order to be assessed through a vocabulary pre-test and assessments. All learners’ language 
awareness was measured through those tests that were presented in tables. Additionally, 
educators’ views were analyzed through interviews and observations. The results showed that 
teaching English to children through real games motivated students to participate, and they 
learned more in class (Hursen & Salaz, 2016). This study has been useful for ESL teachers to 
understand how the use of games increases students’ engagement and input, which impacts the 
affective filter positively in the foreign learning process. 

In addition, research by Hursen and Salaz (2016) demonstrated the impact of teaching 
English vocabulary to children through real games in an experimental method. The participants 


were 43 kindergarten learners who were divided into two groups in order to put into practice the 


purpose of this research. While 22 of them were in the experimental group that was taught 
through real games, 2lother students were in a regular class that was considered as the control 
group. Both groups were comprised of both boys and girls (Hursen & Salaz, 2016). Some of the 
materials were real games in the experimental group, and a vocabulary pre-test and assessments 
were applied to both classes. Additionally, interviews and observations were done by 
professionals. For six weeks both groups received the same amount of teaching hours, and the 
same procedure as used to introduce a topic and its vocabulary in order to collect data of each 
group. The results of Hursen and Salaz’ research (2016) revealed that teachers could plan their 
lessons using real games to teach English vocabulary in kindergarten classrooms since these 
games kept students actively participating and helped them learn easily. This comfortable 
learning environment made them lower the affective filter and increase classroom engagement 
(Hursen & Salaz, 2016). 

Similar to Hursen and Salaz’s (1997) ideas about games, Garcia, Pich, and Reyes (2012) 
recited a good strategy, digital storytelling, for educators to improve learners’ foreign language 
input in daily life. In this research project, 30 beginner learners, from the University of Valencia 
were divided into two groups to determine their English knowledge through an initial writing, 
and then the project had a sequence of seven workshops and a final project about students’ 
digital stories. With this final project, the data was analyzed with observations taking into 
consideration the assessment criteria to identify how much the English pupils had learned 
(Hursen & Salaz, 1997). The results found that most students had improved their level of English 


in all the skills and the structure of the language. Taking Garcia, Pich, and Reyes’ (2012) 


10 


findings and conclusions into consideration, motivation through strategies such as a digital 
storytelling was helpful for increasing pupils’ engagement and input in their foreign language. 

Sevy-Biloon (2016) documented the different types of learners who were not motivated 
or interested in learning English in an EFL classroom, and how teaching English through games 
was a good strategy to motivate these students who had different ways of learning and few 
interests in learning the language. This qualitative research was applied to a group of 30 fourth 
semester beginner English language learners at the Universidad Nacional de Educación (UNAE) 
in Ecuador in order to gather information through interviews, group discussions, and 
questionnaires (Sevy-Biloon, 2016). All these data collected from the participants’ points of 
views were presented in tables and charts to be analyzed and make conclusions. The results of 
Sevy-Biloon (2016) study showed how the use of games in class, not only helped learners 
develop their skills, but also motivated them to be active in learning English. Games were a 
useful tool in a learning environment, which made EFL learners gain self-confidence, 
considering their own learning style based on their needs (Sevy-Biloon, 2016). 

Furthermore, Bagheri and Sobhani (2014) indicated games were significant in the foreign 
language learning-teaching environment making tasks more enjoyable for both educators and 
students. Forty EFL teachers and 40 EFL learners from a Shiraz language institute participated in 
this research answering a questionnaire to gather information. The data was classified as strongly 
agree, agree, neutral, disagree, and strongly disagree, according to learners and educators’ point 
of views, which was shown in tables and analyzed by t-test (SPSS software). Bagheri and 


Sobhani’s (2014) research results demonstrated that both groups of participants liked using 
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games for learning a foreign language in class. In addition, results showed that the use of games 
helped students pay more attention and be active as well. 

In the same way, Urrutia and Vega (2010) stated that teenager learners had difficulties in 
their oral participation, and the use of games could strengthen their foreign language speaking 
skills. Forty students from Federico Garcia Lorca School participated in this action research to 
collect information about their oral production through using different games, recordings, 
journals, and questionnaires. The data was analyzed through tables that showed the percentages 
of different students’ reactions (Urrutia & Vega 2010). The results exhibited 58% of the learners 
chose to learn through games for several reasons; using games was entertaining for teachers and 
learners, gave pupils self-confidence to be active orally in class, improved their oral skill and 
level of English (Urrutia & Vega, 2010). 

Additionally, Astuti (2016) related how educators’ motivation as a strategy had influence 
on high school learners at the time of learning a foreign language. In this case study that was a 
qualitative research, four teachers and their corresponding groups of pupils from Indonesia 
participated in interviews, observations, stimulated recalls, and focus groups during classes to 
gather information. Then the collection of this data was analyzed according to educators’ and 
students’ perceptions. Astuti’s results (2016) indicated that the majority of learners preferred 
learning through funny activities like games, role plays, stories, and online materials. Through 
Astuti’s study (2016), educators were seen as the ones in charge of promoting strategies in order 
to motivate pupils in an English class. 

For years instructors have taught writing focused on form approach to help ESL learners 


improve their composition in the English language. According to the article, “The Focus on 
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Form vs. Content in Teaching Writing,” Hillocks (2005) stated that teachers typically focused on 
more teaching forms of writing, such as the structure of sentences, the parts of paragraphs, the 
parts of essays, and the elements of styles, than the content in writing instruction (p. 238). 
Indeed, Hillocks’ (2005) research showed the effectiveness of focusing on writing forms to make 
students’ learning process easier at the moment of using these models. For that reason, form 
approach may encourage teachers and students to use ESL learning strategies to build words into 
sentences and paragraphs in written discourse, provide explicit grammar instruction, and identify 
rhetorical patterns that differ culture to culture in the process of writing. For instance, Peregoy 
and Boyle (2013) suggested dialogue journals for learners to write about the topic of their choice, 
and for teachers to model form in writing when responding their students’ ideas. 

In the article “Initiating ESL Students into the Academic Discourse Community: How 
Far Should We Go?” Spack (1988) explained the importance of mastering writing (p. 30). With 
this in mind, the use of several writing strategies that include L2 writing strategies should be 
reconsidered for ESL teachers and students to be successful during the learning language 
process. For example, Holmes and Moulton (1997) pointed out dialogue journals as an ESL 
learning strategy to develop L2 writing fluency, and allow ESL instructors identify the influence 
of linguistic patterns that cause L2 writing problems (p. 617). Holmes and Moulton (1997) 
described how often ESL learners participated in these dialogue journals to interact with the 
teacher and classmates in a casual way. They felt comfortable to write what they wished without 
being afraid of writing; this comfort made them increase their writing fluency and motivated 


them to keep working on this skill because instructors focused less on their errors (Holmes & 
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Moulton, 1997, p. 619). In this way, they improved their L2 writing fluency and enriched 
vocabulary. 

In addition to the relevance of strategies in L2 learning, Tatsuki (1996 as cited in Peregoy 
& Boyle, 2016) and Wright, Betteridge and Buckby (2002 as cited in Peregoy & Boyle, 2016) 
stated that they used games “to improve student learning and to create an atmosphere of ease, 
creativity, and fun” at any age (p. 173). Incorporating learning games, such as “songs, podcasts, 
drama, poetry, show and tell, choral reading, recording, dubbing a TV show, simulation, drama, 
pronunciation, grammar, story, and writing games” (Peregoy & Boyle, 2016) are useful 
strategies in the classroom to help English learners feel comfortable to participate. On one hand, 
Peregoy and Boyle (2016) argued that these activities provide opportunities to students from 
elementary to college level to increase, not only their input, but also their output. On the other 
hand, La Spisa (2015) suggested to use small talk cards to lower the affective filter in adults in 
order to increase their language acquisition. 

According to La Spisa (2015), small talk cards are communicative activities for adult 
English learners, not only to lower the affective filter, but also to improve their motivation when 
speaking in their foreign language. Specifically, small talk cards are “a set of 3 x 3 inch index 
cards with small talk questions written on them” (La Spisa, 2015) to increase adult learners’ oral 
and written output by authentic English conversation. In this study, 40 adult students participated 
in order to gather data about their oral proficiency through the use of small talk cards. The 
analyzed data showed that English adult learners were active in class because of the 
communicative activities planned by the teacher, which made them reduce anxiety when 


speaking in their foreign language (La Spisa, 2015). 


14 


The Relevance of Using Games 

Evidently the relevance of using games as foreign language teaching strategies has been 
changing English instruction. As a result of this awareness of the affective filter, the role of ESL 
teachers has been important to achieve learners’ high-level goals and expectations in L2 learning 
(Herrera & Murry, 2015). This research has been fundamental in helping ESL teachers 
understand how the affective filter shows all the different feelings that ESL students may face 
when they learn the foreign language (McGrath, 2011). Therefore, ESL teachers must be trained 
to adequately prepare L2 learners in English. Indeed, strategies, such as games, role plays, stories 
(Peregoy & Boyle, 2016), digital storytelling (Garcia, Pich, & Reyes, 2012), dialogue journals 
(Peregoy & Boyle, 2013), communicative activities (La Spisa, 2015), and personalized lessons 
reveal that ESL learners lower the affective filter, increase their engagement effectively, and 


facilitate their learning. 


Conclusion 

In summary, lowering the affective filter, ESL learners can increase their input and 
output (Wyman, 2017). Indeed, ESL instructors have played an important role in this process. 
They should identify the influence of the affective filter that have caused L2 lack of motivation 
to decide which strategies or games will be significant to their lessons. Once ESL teachers have 
understood the influence of affective filter into the L2 learning, they will be able to do their 
planning based on, not only learners’ interests and needs, but also games that guide them to 
apply various foreign language teaching strategies to lower affective filter and increase student 


engagement and input in the foreign language. Motivation conducted by the use of games have 
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led to the proper teaching. In this way, ESL teachers will make a potent impact on their students’ 
learning since they will support their ESL learners in creating a safe environment, which make 
them feel comfortable to participate in class without fear of mistakes. 

I can also conclude that the use of games as foreign language teaching strategies 
promotes a meaningful teaching-learning process taking into consideration the different types of 
students and their own style of learning. According to this research, learners improve all the 
skills in the foreign language because of the games. As a result of this research, I have developed 
different dynamic activities that help students develop their listening, speaking, reading, and 
writing skills through games based on their needs and interests, in an enjoyable way for teachers 
and learners. Another good impression I have of the study is that pupils gain self-confidence and 


feel motivated to participate in class to learn English. 


Chapter Three: Project Design 


In this chapter, I intend to explain the need to use games as ESL strategies to lower the 
affective filter and improve student engagement, input, and output through the creation of a 
website. This practical website includes a section of research about the importance of using 
games to facilitate students’ learning process in ESL classes. Besides, it has a description of 
games such as role plays, stories, digital journals, among others, and academic resources from 
other websites for ESL teachers to use material that is already done or to create their own games 
and activities according to the students’ needs. It also provides easy access for ESL teachers to 
find several useful resources in order to implement academic-content games into their lessons in 
a way that reduces the affective filter and increases student oral and written production. 
Evidently, ESL strategies through these enjoyable activities motivate students to learn in their 
second language. These characteristics are the reason for my project, which seeks to help ESL 
learners from all ages acquire English language knowledge in a comfortable environment. 

On one hand, learning is the process of acquiring new knowledge by “which a relatively 
stable modification in stimulus-response relations is developed as a consequence of functional 
environmental interaction via the senses” (Lachman, 2010, p. 479). That is why games can be 
implemented in ESL lesson plans easily and effectively. Once ESL instructors start integrating 
games as ESL strategies to reduce the affective filter and increase student engagement, input, and 
output, the variety of successful learning possibilities become endless. I believe ESL learners 


learn best when teachers create encouraging environments that make them feel sure at the time of 
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participating, try their best, and discover new experiences in order for them to develop their 
intellectual knowledge. Indeed, Gardner (1999 as cited in Paquette & Rieg, 2009) supported this 
idea when he described how “the brain learns best and retains most” when exploring, inquiring, 
and analyzing physical activities than “passive experiences” (p. 2). 

On the other hand, teaching is the process of serving people’s needs, experiences, and 
emotions (Smith, 2018). I believe that the teacher’s role is an important service for the 
community since the teacher is a facilitator in the classroom; for instance, good educators make a 
significant, positive, and lifelong impact on students’ learning, educate new generations in 
institutions, schools and universities, and help them to become good citizens and professionals. 
For these reasons, I encourage ESL instructors to adopt games in their classes. In fact, the 
characteristics found in the research cited in chapter 2 evidences how games influence the 
affective filter, student engagement, input, and output to succeed in the second language 
education, and more generally flourish in a country where the primary language is English. 
Thereby, having a range of resources is very helpful through this website. 

Moreover, the way instructors teach using different instructional methods and adjusting 
these methods through differentiation is fundamental to meet diverse learners’ needs (Smith, 
2018). In other words, ESL teachers may plan their lesson plans with dynamic activities, such as 
with games to introduce new topics or content so that learners understand better, develop 
appropriate skills, and feel comfortable to produce what is being learned. Currently this can be a 
simple task for teachers to have enough authentic material and relevant sites on devices. That is 


why the final product of this project is a website to guide ESL instructors in enhancing their 
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teaching-learning environment in the classroom to lower the affective filter and increase student 
engagement, input, and output. 

Furthermore, this website offers ESL teachers resources to find reliable information. By 
having these teaching and learning resources available, it is expected that both ESL instructors 
and learners benefit from using them. In this specific case, the website offers a variety of games 
for teaching ESL learners from all ages, taking into consideration the second language 
development in the four domains - speaking, reading, listening, and writing - in a real and 
enjoyable context. As a matter of fact, the games proposed in this website are taken from the 
research done through this project and the course of practicum in the pedagogy of TESOL, and 
also, are related to daily life topics that engage ESL learners and help them to develop all the 
skills by lowering the affective filter in a safe learning environment. 

In the same way, ESL teachers enhance their lesson plans when applying ESL strategies 
such as games, role plays, stories, digital journals, among others. The creation of this website is 
an innovative tool that enriches ESL instructors’ resources. They may find effective games to use 
with ESL learners and make their foreign language learning process occur naturally. In fact, the 
use of games proposed in this project motivate ESL students to learn and participate more in ESL 
classes. Today enjoyable activities get students involved and facilitate their own learning 


process. 


Chapter Four: Project 


This project includes a website with a variety of games designed for ESL teachers to use 
with ESL learners of all ages. The games that are found in the website are based on several 
researchers’ findings. These findings are about the influence on using games in ESL classes; 
these games are applied as ESL strategies to increase students’ engagement, input, and output 
and lower the affective filter during active participation. In addition, these games help ESL 
learners develop the four skills - speaking, reading, listening, and writing. By having these useful 
resources available on the internet, it is expected that ESL teachers are aware of the importance 
of using games in their lessons, and both teachers and learners may benefit from using them. The 
website can be found at the URL https://caberu102.wixsite.com/mysite-4. 

The section entitled “Home” shows the title of the website “ESL Strategies for Teaching 
through Games” and three subtitles named “Findings of Using Games,” “Games in ESL 
classrooms,” and “Every Teacher’s Dilemmas,” which are also the same topics found in the tab 
“Research” to provide information about the most relevant research of the use of games in ESL 
classes (Figure 1. See also Appendix A). In addition, this section contains some authors’ findings 
and conclusions, which indicates that using a variety of games facilitates ESL students’ learning 
process. This information is presented in an interactive way in order for ESL teachers to reflect 
that different learning styles may be faced in the classroom and educational games may enhance 
their lessons to motivate learners and lower the affective filter. They may also share experiences 
and ideas that they have used in their classes through this blog section. In this way, ESL teachers 


may be aware of the positive impact of using games. 
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caberu102.wixsite.com C o 


This site was designed with the WIX.com website builder. Create your website today. | Start Now | 


ESL strategies HOME PURPOSE More A o ei 


ESL Strategies for Teaching through 


GAMES 


BR M 


Findings of using Games in Every Teacher's 
games ESL Classrooms Dilemmas 


Figure 1: Home 


The next section on the website “ESL Strategies for Teaching through Games” entitled 
“Purpose” explains why this tool was created. The two reasons are the product of my final 
assignment to fulfill all the requirements for the Master of Arts in Teaching English to Speakers 
of Other Languages at Greensboro College, Greensboro, North Carolina, and providing useful 
resources about a variety of games for ESL instructors to facilitate the second language learning 


process in real contexts. This section is shown in Figure 2. (See also Appendix B). 
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Welcome! 





This website is the product of a research project entitled "Games as ESL Strategies to Lower the Affective 

Filter and Increase Student Engagement, Input, and Output". It was presented in partial fulfillment of the 

requirements for the Master of Arts in Teaching English to Speakers of Other Languages at Greensboro 
College, Greensboro, North Carolina. 


The purpose of this website is to provide useful resources for teaching, based on real contexts, to 
provide methodological foundations to ESL teachers in the acquisition of the second language 
knowledge. | hope ESL teachers and learners may benefit from using these games in order to facilitate 
the teaching-learning process. 


Carolina Betancourt Ruiz 


Figure 2: Purpose 


For example, one of the posts of “ESL Games in the Classroom” section asks readers if 
listening to music is a good technique for learning a language (Figures 3.1.1 & 3.1.2. See also 
Appendix C). While readers may think about that question, they may also figure the answer out 
in the post; learning vocabulary through songs by moving is beneficial for students’ learning 
process (Paquete & Rieg, 2009, p. 11). Additionally, Paquette and Rieg (2009) suggested some 
songs, such as colors by Hap Palmer, colors all around by Jack Hartman, every day present tense 
verbs by learning English through songs, and position words by Alain Le Lait to introduce 
common daily vocabulary. This information is meaningful for ESL teachers to select the correct 


songs to enhance their lessons. 
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Music also helps our students to learn vocabulary. As 
ESL teachers we have to select the correct songs to 
enhance our lessons. 


Figure 3.1.2: Research 


In the “More” section of the website, the tabs are entitled “Research,” “Why to Use 


Games,” “References” and “Contact.” In the tab entitled “Research,” readers may read all the 
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findings that were analyzed through this project and use these specific games in their classes, 


lowering the affective filter and increasing ESL learners’ knowledge (Figures 3.2.1, 3.2.2. 3.3, 


3.4 & 3.5. See also Appendix C). 
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Have fun while learning! 
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Every Teacher's 
Dilemmas 


The development of activities that support 
the acquisition of language skills has been 
Challenging for ESL instructors. For this 
reason, the major purpose of this research 
project is to put into practice the use of 
games as strategies in ESL classes. 


More findings of using games in ESL 
classes. 





Figure 3.5: Research 


On one hand, the tab entitled “Why to Use Games” further highlights the need to teach 
English content through games to make ESL teachers improve students’ learning 
engagement (Astuti, 2016) and increase their performance because of the low affective filter 
(Krashen, 1983). On the other hand, this tab “Why to Use Games” offers a variety of websites 
references to use games that are already created or create own games. For this, some suggestions 
are given to help ESL teachers to focus on the development of the four skills in daily life topics 
(Figure 4.1. See also Appendix D). The above-mentioned tabs were designed as a means for 
helping ESL instructors understand the effects of the affective filter (McGrath, 2011), 
providing helpful resources to avoid the consequences of facing different feelings that may 


be an obstacle for students to learn the second language. 
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Why to use games! 


ESL strategies that introduce English content through games, songs, and authentic materials 
expose learners to real experiences to engage them and to make the learning more effective 
because of their low affective filter Krashen, 1983). 

These ESL strategies offer a positive learning environment, relating the teaching to students’ real 
lives, and implementing flexible tasks to improve, not only teachers’ methodology, but also 
students’ learning processes by lowering the affective filter and increasing student engagement, 
input, and output. 

Enhance your lesson plans and create a good learning experience though games! 


Remember that the teacher is in charge of learners’ learning engagement in the classroom 
(Astuti, 2018). 


Also, take into consideration that these teaching practices should be designed according to 
learner needs and interests, learner motivation, and learner autonomy (Kumaravadivelu, 201) so 
that ESL learners may understand better, develop appropriate skills, and feel comfortable to 
produce what is being learned. 


A variety of games 


The games proposed in this website are taken from the research done through this project and 
the course of practicum in the pedagogy of TESOL at Greensboro College, and also, are related 
to daily life topics that engage ESL learners and help them to develop the four domains 

- speaking, reading, listening, and writing - by lowering the affective filter in an enjoyable 
context. 


Figure 4.1: Why to use games 


The list of websites referenced under the “Why to Use Games” section is for not only 
ESL teachers, but also ESL learners to quickly search for games to assist with reading, 
writing, speaking and listening (Figure 4.2. See also Appendix D). The majority of these 
internet resources are free of charge. Furthermore, the resources these websites have to offer 
are useful to provide ESL students more opportunities to practice their foreign language 
since games are related to daily life topics that may engage ESL learners and help them to 


develop all the skills in a dynamic way. 
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Figure 4.2: Why to use games 


Besides the “More” section, the tabs “References” (Figure 5. See also Appendix E) and 


“Contact” (Figure 6. See also Appendix F) are found. 
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Figure 6: Contact 


This chapter described the final product of my project, a website, that contains research 
information about why the use of games is valuable in ESL classes. Additionally, practical 
solutions for overcoming the common language barrier, such as the affective filter when learning 
in ESL instruction as well as useful resources for ESL instructors are provided. The resources 
may be used for classroom instruction or supplementary learning out of the classroom. In 
conclusion, the findings and resources suggested in the website should be carefully selected by 
teachers who, according to Kumaravadivelu (2011), should design their lessons taking into 


consideration learners’ needs, interests, motivation, and autonomy. 


Chapter Five: Conclusion 


Learning English has been a challenge for non-native speakers. On one hand, every day 
these people, at any age, have the urgent need to learn English in order to communicate with 
people in daily life situations. On the other hand, ESL teachers may have a hard time to develop 
activities that support language acquisition in the four language domains - reading, writing, 
listening, and speaking - to effectively use the foreign language and fight against a language 
barrier, such as the affective filter. With this website, I intend to create an enjoyable experience 
that promotes better learning opportunities through games. ESL instructors can find beneficial 
resources for their learners to practice all the skills in an engaging way, which makes them low 
the affective filter and increase their knowledge. 

At the same time, I consider that the use of games is not necessarily sufficient for the 
improvement of the second language performance; it is part of a teaching strategy since ESL 
teachers may find different learning styles in the same classroom. For this reason, this project 
becomes an alternative to facilitate, not only teaching, but also learning, along with an 
opportunity for teachers to design their lessons according to students’ needs. The goal of this 
product, website is to enhance teachers’ lesson plans by integrating language learning strategies, 
such as games, dialogue journals, digital storytelling, songs, podcasts, drama, poetry, show and 
tell, choral reading, recording, dubbing a TV show, simulation, drama, pronunciation, grammar, 
story, and writing games that ESL learners may use. 

This project has helped me to get a better vision about the ESL program. Indeed, creating 


this project has been a good opportunity to respond to the need for ESL teachers to improve their 
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teaching by providing a variety of useful resources in the same online site, and for ESL learners 
to engage more in the lessons without being afraid of participating in class. While reviewing the 
literature for this project, I was able to understand that my frustration in learning English as a 
foreign language was because of the affective filter. This understanding helped me to create this 
website with important findings that support the positive impact on using games in the foreign 
language learning process to overcome this language barrier. 

In addition to my learning experience, I hope that this project serves as methodological 
foundation to ESL instructors, so that they can learn about the acquisition of a second language 
and the different feelings learners may face because of the affective filter. I also hope that this 
project encourages ESL teachers to create an engaging learning experience through the use of 
games so that ESL learners may understand easily English content, develop appropriate skills, 
and feel comfortable to produce what is being learnt in the foreign language. For instance, I 
believe that children learn in an interesting way when they sing and dance, listen to stories or 
perform role plays in English. The main purpose of these exercises is to stimulate them to 
participate in class and develop their oral production in a comfortable manner. 

Finally, I expect that the website will be very appealing for ESL teachers since it was 
elaborated by considering a variety of factors - learners of all ages, different learning styles, daily 
life topics, quickly search for games, lowering the affective filter, increasing engagement, input, 
and output — in order to improve ESL education. In addition, I expect to keep working on finding 
more useful games to update the website based on continued research or feedback. Therefore, I 
hope ESL teachers share their ideas and experiences about the use of games in ESL classes in 


order for me to maintain the blog section active. 


Appendices 
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requirements for the Master of Arts in Teaching English to Speakers of Other Languages at Greensboro 

College, Greensboro, North Carolina. 


The purpose of this website is to provide useful resources for teaching, based on real contexts, to 
provide methodological foundations to ESL teachers in the acquisition of the second language 
knowledge. | hope ESL teachers and learners may benefit from using these games in order to facilitate 

the teaching-learning process. 
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Colors by Hap Palmer. 

Colors All Around by Jack Hartman 

e Everyday Present Tense Verbs by Learning English through Song 
e Position words, such as Sit Down, Stand Up by Alain Le Lait. 


Paquette and Rieg's (2009) findings are at the website 
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learners to write 





out the topic of their choice, and for teachers to model form in 





writing when responding their students’ ideas 

In addition, Holmes and Moulton (1997) described how often ESL learners 
participated in these dialogue journals to interact with the teacher and 
classmates in a casual way. They felt comfortable to write what they wished 
without being afraid of writing; this comfort made them increase their writing 


fluency and motivated them to keep working on this skill because instructors 





focused less on their errors (Holmes & Moulton, 1997, p. 6 





In this way, they 
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Why to use games! 


ESL strategies that introduce English content through games, songs, and authentic materials 
expose learners to real experiences to engage them and to make the learning more effective 
because of their low affective filter Krashen, 1983). 


These ESL strategies offer a positive learning environment, relating the teaching to students’ real 
lives, and implementing flexible tasks to improve, not only teachers’ methodology, but also 
students’ learning processes by lowering the affective filter and increasing student engagement, 
Input, and output. 


Enhance your lesson plans and create a good learning experience though games! 


Remember that the teacher is in charge of learners’ learning engagement in the classroom 
(Astuti, 2016). 


Also, take into consideration that these teaching practices should be designed according to 
learner needs and interests, learner motivation, and learner autonomy (Kumaravadivelu, 2010) so 
that ESL learners may understand better, develop appropriate skills, and feel comfortable to 
produce what is being learned. 


A variety of games 


The games proposed in this website are taken from the research done through this project and 
the course of practicum in the pedagogy of TESOL at Greensboro College, and also, are related 
to daily life topics that engage ESL learners and help them to develop the four domains 

- speaking, reading, listening, and writing - by lowering the affective filter in an enjoyable 
context. 
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